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DOMINARIA are two 
moons. One is natural, 
lighting the evening sky 
since time immemorial... 


Ls 


no more GENUL 
DRAGON ENGINES that. 
destroyed entire cities in 
the Antiquities War: j 


During Dominaria’s AGE of 
ICE, the Planeswalkers came 
Zo cal/ 


IY 


THI6 16 AN. \ 
TORIC 


iz... Zhe MULL. MOON. a 


I THANK You ® 
FOR YIELDING To \ 


| MY SUMMONS. I CAN- 


NOT REMEMBER SO 
POTENT A 
GATHERING, 


i 


IT TOOK 
COURAGE TO 
SET ASIDE YOUR 
DIFFERENCES. 
I fr at 

Ee 


dine 


I 


oe 
¢ 


YOUR 


IN LIGHT OF 
QUESTION 
SANT Y-~- 


GET OW WITH 

IT, FARALYN. 

THE COMPANY 
VE CHOSEN 


YOU’ 


arr 


ey WAIT ONE \/ NO ONE TOLD NX 
\\ moment ! AS ME THIS BAGOF }\}I 
th \\ aie cesueac } 


\ 


RHUELL, 
My FRIEND! “9 
REMEMBER, WE ALL 
SWORE AN OATH--WE 

ARE UNDER 7REATY! 


YOU WILL EXCUSE A CENTURY AGO, Wi RAVIDEL 

THE CHROMILIM DRAGON. | LESHRAC FORC/BLY Vi SPEAKS THE 
SUMMONED RHUELL'S TRUTH...0M 

YOUNG RAVIDEL'S BROTHER |NTO A SORRY, 

POINT 16 GOOD-- DUEL-- THE DRAGON RHUELL - - 
PETTY GRIEVANCES WAS DESTROVER 

MUST NOT DISRUPT BY LESHRAC'S 

THIS COUNCIL. OPPONENT. 


b 
aa AT, A fe 


ALL THE 
MORE REASON 
To PROCEED 
WITH DUE HASTE, 


FARALYN. 
GRIEVANCE '6V, 


NOT--PETTY. 


LESHRAC AND I WERE” 
TOLO THIS WAS A 
CONFEDERACY OF 
PLANESWVALKERSSS. 


ELDER BEAST, , “ " 
LEER - = 2 cole bE | ! ea ie 
oy a h . YOU'VE LONG 
pighllgs, > q Yt BEEN KNOWN TO 
TINKER IN OLR 
AFFAIRS, FARALYN 
THIS REEKSSS 
OF CONSPIRACY! 
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MY MOTIVES ARE 
SOLINP, 6Z4T. 


WITH THE HELP OF 
RHUELL, FREYALISE, AND 
MY SPELLEQUIRE 
RAVIDEL, I HAVE 
INVESTIGATED THE 
PHENOMENON OF 


wiAND LOOK AT HOYY I MUST HAVE 
WE'VE CHANGED.” THE ANSWER WOW, 
WE'VE BECOME IDLE FARALYN-- G/VE /T 
KILLERS! FALGE TO ME.“ 
oe MAP WITH Q 


"BLT AT LAST; 


THE SHARD 
‘ I HAVE FOUND 
ITS AS IF A MIGHTY A WAY OuT/ 
HAMMER HAS STRUCK "Pine 


OUe CONTINULIM OF A 
TRILLION WORLDS-- 
AND SPLINTEREL A 
MERE DOZEN INTO 
THE ETHER.“ 


Y WE'VE BEEN BEARS 
IN A CAGE AS COLD 

AND FROZEN A6 THE 

WORLD BELOW 6... 


HE BLITTERSES THE 
BREAD 7H//CacLY. HOW 
LONG TIL THE 


A FLAW IN THE 
SHARD, THEN THE 
CATACLYSM OF 
THE TWELVE 
PLANES CAN 
VERSE! 


WHAT'S HIS 
GAME |N ) 
R] BRINGING 60 am 
MANY, WHEN 
OVE OR TWO 
WILL DO? 


"YOU MUST ADMIT, 
FARALYN, Oule IT WOULD BE : 
WISTORIES. PRE | HARD TO EXPECT Vie 
TANGLED AN? us no eR eae 

SPATTERED 
WITH BLOOD. Aekcph earee dh 


I DONT KNOW MUCH 
ABOUT THIS SORT OF THING, 
BUT I'D LIKE TO VOTE 

IN SL/PPORT OF me 
FARALYN'S TREATY. 


WI6E BEYOND 
YOUR YEARS, 
AS LSLIAL, 
KRISTINA-- 


FARALYN'S 
REASONS: 


DISCIPLINES-- 
COMBINE 
SPELLS... WHAT 
DO YOU THINK, 
TAYSIR? 


SS 
FOR CALLING US 
fH HERE ARE NONE 
OF YOUR COWLERA, 
® RABIAN, ‘ 
TOGETHER IN- 
STEAD OF TRYING 


TO KILL EACH 
OTHER ALL THE 
TIME -- WHO 


ESPECIALLY 
WHERE IT 
CONCERNS 


LESHRAC 
AND 
TEVESH 


YOURSELVES 
FORTUNATE 
% WE CHOOSSSE 


TAYSIR OF RABIAH-- “s 
YOU'VE LONGEP To KRISTINA... 
REVISIT YOUR PLANE y FREYALISE--THIS 
OF QRIGIN.. AND SHOW , WINTER'S END MEANS 
IT TO KRISTIVA, {4 REBIRTH...A GIFT OF 


é a i WHO'VE COME TO 
I CAN ' pS CHERISH YOu. 
SMELL THE . 


SZAT-- THOLIGH , 
YOUR TACTICS 
ARE VASTLY DIFFERENT, fs 

YOUR MIGHT \6 BOTH 
INDIGPLITABLE AND 
WASTED ON SUCH 

A TINY FIELD. 


aay 


AND LET US | 
MOT FORGET THE YE6./PLAIN 
KRISTINA HAS } 
SPOKEN MOST | 

WISELY. 


WHAT |S THAT 7 1 COULDN'T CARE LESS WHO 
SUPPO6ED TO RHUELL FORGIVES-- OR WHAT 6 ia 
GOING ON IN THI HER REALMS, 


a4 


WHY, IT'S 
SMALL WONDER 
NY HUELL HAS 
| FORGIVEN 
HER THE 
BEATH OF 
HIS BROTHER! 


a : INW* Gatherings 


COMICS 


— 
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WATCH |* 
a ie 
CARDS 
COME 


TO LIFE. ; 
2 
JULY’95 : , 
4 
FROM = {guy 
NIGHTMARE #1 
MELISSA HILARY ANTHONY ANIBAL 
BENSON BADER CASTRILLO RODRIGUEZ 
ANTIQUITIES WAR'#1 
JERRY PAUL TOM GEORGE 
' PROSSER SMITH RYDER PRATT 
WAYFARER #1 
JEFF VAL RICK MIKE 
GOMEZ MAYERIK BRYANT KALUTA 
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60 
ONE OF SHOUTETH THE 
THOSE ‘OTHER UPSTART YOUTH 
REALMS” |S IN PASSIVE WHITE-- 
MINE, : ASTRIDE HIS LOVINGLY 


LESHRAC ! . POLISHED... 
FAMILIAR. 


EXCEPTION TO 
MA YOUR TONE, 
VILLAIN. 


THAT WILL 
QSSST7 YOU, § FIRST, YOUR 


DRAGON. MINE... 


se THEN YOUR 
BOP Y...AND 
SSSOLU / 


SS < i 
— 


Po. 


< 


<| 


RRUNNSOOQVKK KG: 


FARALYN? : 0 Se ITS BEEN TOO 


war 6 is  ALISSSE WE CAN'T DO 


? 
(INSANITY: THIS HERE WITHOUT 


Vy a = Ee 4 \ ENDANGERING 
ON a. ~— LAN my RAVIDEL... 


THEM 


BUT T 
HAVE JL/IST 
THE PLACE. 


ENTER THE WORLD OF DECKMASTER” # 


FROM THE HEIGHT OF THE ANTIQUITIES W 
TAKES YOU ON AJOL 


THE DUELIST 


be Fnpites: Cant onto 


im she Dees 


an a 
ee “e 
lca at lit ant AQ 
a Fallen ties 


Solitaire 
Maat 
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| be Duelist offers you the inside story on trading 
= card games from the artists and designers defining 
| the genre. So pick up a copy of The Duelist,and 

@ share in the dynamic world of Deckmaster. 


JMR. TO THE 
JR.NEY TH 


4+€ ICE AGE, 


E DEPTHS OF TH 
IVER SE 


ROUGHOUT THE MULT 


4 


rom the creators of Magic™ 
| ae The Duelist, the 
definitive reference for trading 
card game players and collectors. 
This bimonthly magazine offers 
the latest in Deckmaster news; 
here you can learn the history of 
Dominia from its creators, brush 
up on deck-building strategies 
from the Magic world champion, 
and get the first look at upcoming 
trading card game releases. 
Full-color and art-intensive, 

each issue spotlights the work 

of a different artist, and every 

page features artwork 

and backgrounds 
by your favorite 
Deckmaster 
illustrators. 


Teriszare.,, on the 
world of 
Dominaria .. 


THIS WAS ONCE MY 

HOME, DEMON-- MY 

CHANCE TO LIVE A 

HUMBLE LIFE WIIH- 

IN THE CONFINES OF 
THE SHARD. 


YOU DESTROYED IT 
ALL, 62AT...FORCED 
ME TO AU/R7 Ny 
FRIENDS. 


STORCARDP.-- 
I'D NEARLY 


I SHOULD 
THANK YOU, 
‘ALISE-- MY 

CURRENT 
) LANSES CALL 
FOR A KINGDOM 
RICH WITH 


POWERFUL 
RB ARTIFACTSSS. 


of 

4 kjeldor, ts momentarily 
DISTRACTED from the 
anguish of his ext/e. 


DLL CL/7- THE 


My PARKNESS RIGHT 


OUT OF YOurR 


F INGOOD 
I TIME, ‘ALISE. 
BUT FIRSSST, 
B HAVE A 
a CRALCHT 
Me OF ACID. 


'T FIND IT 
CLEANSING... 
DON'T You? 


all é comme 
CONFUSED, ¥ 
DOES THE VERY 
CODDESS57 IPE OF CASTING 
A SPELL CALISE YOU... 
OQISSECOMFORT ? &f 


LONG UNDONE THE 
UTTER 


j S8S/LENCING 
! a ee Ld OF YOUR BELOVED 
REMIND ME TO YOU WILL D/E NOW, ANP. Wren, tesueac AnD | Row MINARIA. 
APPLAUD FARALYN " WE WILL MARNESSS YOUR ) cuan\s th 
WAS  g LIFE FORCE 10 CRACK THE SHARD, 


7 


MUCH MORE 
OF THIS AND WELL 
BE KILLED, 
YOU'VE GOT 
70 SHATTER 
THE MATRIX, 
TAYSIR-- MY MAGICS 
rt CANT =O IT, 
Ralbarsinnaiciensiciicasaasesmaen Ns 


I AM 
SLOW-WITTED 


LOVER / MY 
CIRCLES WON'T 
PROTECT 


A BLAST FROM THE PAST. 


: , 50-X & 50-0: ARMOR VS. ARMOR AS X-0 FIGHTS THE NEW AND DEADLY ALLOY. 
@/;> > BY WIZARD” TOP TEN CREATORS BART SEARS, ANDY SMITH & RON MARZ. 


--13 My 


T HAVE 
ANOWN FARALYN 
Hae re one ig knows ane WAY 
HE ALLOWEP 
\ THIS TO HAPPEN? DIMENSIONS 


AA HE DELIBERATELY 


KRISTINA... 
ALLOW ME 
TO DRAW YOUR 
STRENGTH INTO J 


EMBRACE 
TRANQUILITY, AND 
HOPEFULLY I'LL CET US 


plane caught 


= bd) hs 21 | lin the Shard. 
(( Al Js / A4 : Ae : 


Sg 


(as) 
By, 
| 


‘ DO YOu 
FEAR YOUR OWN.., 
POTENTIAL? 


DESTROYED 
THEM ALL?/ 


HUNT OR BE HUNTED. 


TUROK. IN JUNE. 


31 & 32: ALL OUT DINOSAUR WAR IN THE LOST LAND. 
BY TIMOTHY TRUMAN & PAUL GULACY. 
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— oN. . 
The Null \ Bui seit lae 3 : 
q Atcon. | | I, idl g : ao a | TALK FAST, Ve 
oT ee eh ‘ TURNCOAT-- 
oR FACE} 
RABIAN 
JUSTICE /_ 


Te 


NO NEED 
FOR THAT AOW... 
THE JUNCTURE 


WHAT ARE YOU 
DOING \NITH 
im RHUELL 


TO THOSE WHO 
LOCKED ME 


YOU'VE DESTROYED [wd ver Here 1 aM... © 
eee ee Lee ALL IN THE 7A BLOODIED, BLT | 
© Pes silly rut NAME OF SOME STILL ALIVE, 

Mos ee CHILDHOOP Jf MK Gi 


nX 


THAVEA \/ WHY WOULD "'\/. BETWEEN PHLUELL, 
QUESTION, * FARALYN SHARE HIS Vy eee TAYSIR AND 
SZAT. PLUNDER WITH THE MYSELF YOU ANP 

LIKES OF YOU AND LESHIRAC WERE 


mPARALYN PROVOKES 
A FIGHT, WE JOIN FORCES 
AGAINST YOU, WE KILL 
YOU, ANP THERE... FARALYN 
VANISHES BEFORE 
OUR EYES-- 


--AWAY TO 
PRECIOUS 
SHANPALAR, 
UNMOLESTED 


Ww) ))\ 
ope 
A: 
LEEHRAC. 


FARALYN |S 
a LEAVING 
WITHOUT L665. 


" RAVIDEL WAS 
PURE AT HEART-- 
A STUDENT OF THE 


IM SORRY, 
MY ANGEL. 
your 
JOURNEY 
MAY HAVE 
JUST ENDER, 


your WITH 


Y FEEL A DEEP 
VENGEANCE 


MA 


GO AHEAD. 

FARALYN'S 
CORRUPTION 
REMINDS ME...I'VE 

UNFINISHED 


BUSINESS ON 
DOMINARIA . 


YOUR LIFE 
FORCE, MINE 
16 SET TO 


VERY WELL, BUT I'LL ASSIST YOU 
THROUGH FOR ONLY 60 LONG. 


JOIN 
ME. 


TOGETHER 
WE CAN 
RIGHT AT 
LEAST OME 
OF TODAY'S 
A. INJUSTICES, 


REMAINS TO BE 
PONE RIGHT } 


YOU BRING 
ME BACK, 
KRISTINA? 


MY ONLY FRIEND 
(6 DEAD/ IM 
BETRAYED BY MY 
LIEGE LORD! T HAVEN'T 
EVEN THE POWER TO 
EXACT REVENGE! 

; Ee 


\ vi a 


\ 


YOU'VE MADE 
AN ENEMY FROM 


THIS DAY FORWARD, —— 


KRISTINA OF THE 
WOOD6-- 60 
DECLARES THE 

LEMAG, 


BA 


a 


YES, 


PLAIN 


WE COULD 
LAYER. 
DISCIPLINES... 


Uys 
Ss=o 
Saxe 


SPELL 
KRISTINA, 


FOR THE 
he THE 


WHEEL MUST 


MmITATIA. 
TURN 


PUNIGHMENT 


Do 


MANIPULA TI ONS 


You know what they say, 
“Neither snow, nor rain, nor 
heat, nor gloom of night...” So 
on with the letters! 


Some quick thoughts on the 
first issue of Ice Age on the World 
of Magic: The Gathering. Boy, 
you guys just love your long titles, 
don’t you? 

So far, | find this series just as 
impressive as the first issue of 
your companion title, Magic: The 
Gathering: The Shadow Mage. 
I'm coming into Magic somewhat 
cold, not being a fan of role-play- 
i well-put-together 
me over every 


time! 

As a result of my not having any 
prior exposure to the concept, | 
find myself not being completely 
n who's who and what's 
n the world of Dominaria. 
why the text pages in 
oks so far have been 
tening and welcome 


~ enlig 


Thanks for pune them in, sol — 


can keep up! 


debuted. That's very strong 


Magic! © 
Concord, CA 94521 


Strong company indeed, 
David! Thanks for the compli- 
ment. I'm sure that Shawn 
Carnes appreciates your using 
his Seer's Analysis to keep ut 


with the fantastic world of 
Dominaria. Who knows, we. 


might make a meals aie out 
of you yet! 


Armada and Wizards a the 
Coast—| have only one thing to 
say, “Can it get any better than 
this?” 

‘have been playing Magic for 
about one year, and each product 


- fabulous, in typical Armada style, 


: {9 Aig a very 


These are quickly shaping up to 
e the most impressive comics to 
it the market since Elfquest 


‘company to be in! Take pride in — 
hat, and keep weaving that 


David Peattie 


Wizards of the Coasts has released 
has been better than the previous 
one. However, after reading Ice 
Age #1, the only thing | can hope 


for is that the second issue isas. 


good as the first. 


With all the rumors circulating : 


about the Ice Age expansion 
cards, | automatically set great 
expectations for it. The comic 


book only further whetted my 


appetite. The artwork 
and the story was terrific, in 
typical WotC fashion. What an 
awesome combo! ' 

Hats off to Kayanan a 
Gomez! They took the idea o 
Ice Age and pumped life 
making it both — visually a 
mentally stimulating. 


premier issue. If t 
are anywhere near 
that Ice Age #1 


_ Thanks, Tim. John Tynes of 
Wizards of the Coast has 
- worked hard ‘to insure tight 
continuity between our comics 


and the cards. This is not an 
easy thing to do, since the Ice 
Age expansion won't have 
come out until the last issue in 
this miniseries (Ice Age #4) is 
ready for release in June. 


So far I've picked up Ice Age #1 
and Shadow Mage #1 and #2. 
They're pretty cool! (What's the 


deal with Tevesh Szat’s tongue?) 


ou did a good job in transition 
from card to magazine, and your 
Hurloon Minotaur rules! 
| noticed that Jason from Ice 
Age #1 has the same last name as 
Adam and Jared Carthalion from 
The Shadow Mage miniseries. Are 
we going to learn more of the 
Carthalion family history? 
Matt Shepherd 
Hampton, VA 23664 


~ Jaeuhl 


. Frermarit CA 


ADDRESS ALL LETTERS TO: 


ICY MANIPULATIONS 
Jeof Vita - Asst. Editor 
c/o ACCLAIM COMICS 
275 Seventh Avenue 
New York, N.Y. 10001 


agle eye, Matt! 
lineage is long 


War! While readers won't b 

seeing Carthalions in eve 
Magic comic, you can be s 
that when one of them p 
up, there'll be plenty of acti 
Carthalion 
great-great grandson) is a 
novice Knight of Kjeldor who 


must face the wrath of Tevesh 


Szat in Ice Age #4, and Jared 


- embarks upon a fateful journey 


in the sequel to the Shadow 
Mage miniseries, Magic: The 
Gathering — Wayfarer, coming 
this summer! 


| bought the Ice. Age” comic, 
hastily opened it, y read it 
(several times in fact), and was 
instantly hooked! All 1 can say, 
besides “How cooll” is that it’s 
great! You did a fantastic job. — 
Creatures and spells flying — 
everywhere; | couldn’t wait until — 


the next page! The stories parallel 
the rules of the game exactly! This 


is the best! In the comic, one | 
thing | thought was really neat 


was the correlation between the ~ 


stones Onyx, Pearl, Ruby, 
Sapphire, and Emerald to the five 
Magic colors. The plot was 
twisted, the characters incredibly 
varied, and the combat totally 
cool. I'm looking forward to #2! 
Keep up the good work, and 
stay COOL! (Stupid pun!) 
Ryan Olson 
Englewood, CO 


We're glad that you enjoy the 
parallels of between the stories 
and the game itself, Ryan. If you 
like creatures and spells flying 
around everywhere, wait until 
you see what we have planned 
next—we had John Tynes and 
the staff at WotC working 


(Jason's — 


over-time on a pair of fantastic 
spell combinations for next 
issue. 

Recently, | showed my wife the 
Magic: The Gathering — card 
game, and comics. This woman 
doesn’t play anything outside of 
Ms. Pac Man and Monopoly, but 
once she caught onto the 
scenario, she was as hooked as | 
was. That’s saying a lot! | hope 
other couples read your comics 
and enjoy them as much as we 
do. 

Waymond & Angie North 
Coffeyville, KS 


We'd like to think we've got 
such a strong female following 
because of both WotC’s and 
Armada’s portrayal of women 
in Magic, Freyalise, Zaraya, 
Kristina, Liana and Tymolin 
Loneglade are just a few of the 
powerful woman heroes we've 
showcased. We've also got 
stories by “Star Trek” writers 
Hilary Bader and Susan Wright, 
and cover art by Melissa 
Benson coming up. 


Congratulations on Magic: The 
Gathering—The Shadow Mage 
and on Ice Age on the World of 
Magic: The Gathering. | am a 
huge fan of the card game, and 


when | Heard about the ee of 


The 


the new comic book series | was 
the first one in line to get my 
copy. Anyway, in my opinion you 
guys did an excellent job. | love 
that the comic is based directly 
on the card game. | have read 
and used the tips that you includ- 
ed in the back of each issue. 
Great job on Seer Analysis, 
Shawn Carnes! 

Why not start an M:TG fan club? 
It would work out great. Members 
would get membership cards and 
a quarterly newsletter containing 
tips about the game, information 
about upcoming events such as 
tournaments, and previews of 
upcoming cards and comics. 

Alex Brasfield 
San Francisco, CA 


Another round of Kudos to 
Shawn Carnes! About the fan 
club: all the perks you 
mentioned are available when 
you join Wizards of the Coast's 
Duelists Convocation. For more 
info, write to WotC at P.O. Box 
707, Renton, WA 98057. 


Frankly, before | discover ds 


your comic book, | didn’t kn 
that a game called Magic: 
Gathering existed. It’s about time 


that someone created a comic _ 


that is based on pure and 
untainted fantasy. 


y 
{ 


acier Kingdom of ‘Sorgard, in all its Got at the height of the Ice hae Conifer Armada Desictior 


lands depicted in our stories, be 


| hope you can expand the 
world of Dominaria a little 
further. | would also be interested 
in seeing more mythical creatures 
doing battle. As for the duels and 
spell exchanges, they are really 
awesome. Just keep them up and 
we'll keep up with you. 
Gerald L. Cua 
Sta. Cruz, Manila 
Philippines 


Another vote for more spells 
and creatures, and this one 
came all the way from the 
Philippines! Just about half of 
the letters we've gotten via 
snail-mail have been from peo- 
ple who've never played Magic: 


_ The Gathering! A lot of you are 


considering picking up a deck 
and some booster packs and 
trying out the game, and we 
think that’s great! For those of 
you who haven't tried it, 
remember, playing Magic is not 
a prerequisite nor a require- 
ment in order to enjoy our 


_comics. 


By the way, if you'd like more 
nformation about Terisiare, 
Kjeldor, and many of the other 


CR. Lister's depiction of this artifact rich empire with the advanced state of the glacier Raynor in Ice Age #1, 
as well as its collapsed remains (Kjeldorans now know the site of Storgard as Soldev), next issue. 


Hello once again, planeswalkers! 
This time around, we take a look at 
Ice Age #3, “The Shard,” and it 
features some exciting dueling action 
from. the era’s. most notable 
planeswalkers. When people with this 
much power converge in one place, 
the action is sure to get fast and 
furious. As always, I’m here to call the 
magical shots as they happen. There’s 
a lot to cover in this issue, so without 
further delay, let's get on with it! 

Six planeswalkers and two other 
powerful figures assemble for what is 


known as the Summit of the Shard, © 


which is being held on the Null 
Moon, an artificial satellite which 
i _ We've seen Leshrac, 
yalise i in previous 
issues. The new ones include Kristina 
and Taysir, as well as the Chromium 
Dragon, Rhuell, and his keeper, 
Ravidel (Hey...he looks familiar!). They 
have all been called by Faralyn, who, 
it turns out, has been watching too 
y Quentin Tarantino movies! 

general, planeswalkers are 
'y, powerful beings who typical- 
jew other planeswalkers as a threat 
not only to their power, but to their 
general existence. Such a meeting 
naturally exposes old grudges. Still, all 


seem to hold- back | their power | 
_ initially for the purpose of finding out — 


why the Summit has been called. 
Interestingly, one of Faralyn’s 
closest allies fires the first shot. Rhuell 


someone's “familiar” is sort of like 
calling him a lap dog.) Leshrac 
dodges the blast and instead it strikes 
 Tevesh Szat. This breaks down any 
chance of a peaceful resolution, and 
the combat en masse begins. 
Right off the bat, Tevesh Szat 


uses an interesting combination to 
eliminate a seemingly unbeatable foe. - 


- With Thoughtlace cast to cut any 
connection Rhuell has with Black 
mana, Tevesh Szat follows through 
with Terror, bringing down the 


mighty Chromatic Dragon. This, in — 


itself, is a great tactic to use in any 
duel, It doesn’t matter whether 
a creature that a_planeswalker 
summons is a 1/1 or a 10/10—Terror 
gets rid of them just the same. If the 
creature is a Black one and protected 
from those effects, Thoughtlace 


breathes a blast of electric-fire at 
Leshrac, after Leshrac makes a final — 
insulting comment. (Calling a dragon — 


turns it into a Blue creature, making it 
a valid target. A clever move, Szat! 
The action gets hectic now, as old 
rivalries explode! First, Tevesh Szat 
and Freyalise find themselves on a hill 
in the Adarkar Wastes, back on 
Dominaria. Their words break down 
into. fighting as Freyalise casts 
Lifeforce to stunt Tevesh Szat’s Black 
spell ability. This means _ little, 
however, when Tevesh Szat draws 


upon his Blue magic to cast Acid — 
Rain, to neutralize the source of © 


Freyalise’s Green power. Once again, 
this is a nifty tactic to use in combat. 
It is more effective to eliminate the 
source of your opponent's mana, as 
opposed to merely controlling 


whether or not he or she can cast a 
certain spell. With Freyalise’s Green: 


mana gone, the Lifeforce is all 
but useless. Szat follows up on his 


mana assault with Mindtwist, negat- 


ing any spells Freyalise might 
have memorized, and Underworld 
Dreams, making Freyalise s 
pain, even if she can get a spell off. 
The advantage at this point is in 
Tevesh Szat's favor. : 


Null Moon as Leshrac squares off 
against Kristina and Taysir. Taysir casts 


~ Circle of Protection: Black and Holy 
Light, reducing the power of non- 


White creatures, and preventing any 
targeted damage from affecting 
himself. In response, Leshrac casts 
Nether Void, pulling the trio into 
some sort of pocket dimension, and 
making all their spells much more 
difficult to cast. Leshrac then 
produces a Mana Matrix, which 
allows him to cast spells in the Void 
with less difficulty, giving him the 
edge here. 

The CoP: Black doesn’t prevent 
Leshrac from doing some damage to 
Kristina’ and Taysir via Meteor 


Shower, a Red spell. Taysir, proving 
Mes no 


slouch, quickly blunts 
Leshrac’s edge by getting off a 
Shatterstorm spell, destroying the 
villain’s Mana Matrix. 

As Kristina and Taysir debate 
Faralyn’s orchestration of the combat, 
Taysir casts Karma (with some help 
from Kristina’s mana) to wreak havoc 
on Leshrac's dependency on Black. 
Kristina, having the most level head of 
them all, casts Tranquility, negating 
the Nether Void, but removing the 


iffer great _ 


Let’s shift the action ‘back to the . 


‘Freyalise 
_ Azoria, 
~ Plane. F 


himself. Tevesh Szat pays Freyalise in 


all reappear back 


Karnal as aL They 

on the Null Moo 

worse for the | : 
Meanwhile 


ith Leshrac a bit 


e struggle between 


only to be countered by Szat’s | 
Drain. Szat now has a lot of 
his disposal. Freyalise comes 
strong, however, with a Typl 
spell, inflicting harm upon Szat for 
the islands he controls. Mor 
later, they both come to the real 
tion that the Summit was just an 
orchestrated attempt by Faralyn to 
break free from the Shard and claima 
thirteenth plane, Shandalar, for — 


full for her wisdom with a Soul Burn, 
injuring her horribly, before he flees 
from the duel. It would seem their 
conflict came to an end with Teves 
Szat emerging on top. - 
By the way, Lit 


indeed trying t to open the plane w 
the death energy from Rhuell’s cor 


consufried with rage over the loss ) 
his friend Rhuell, attacks Leshra 
Without a second thought, Leshra 
casts Covenant of Fire, bringing fie 
harm to all present, and killing Ravidel 
outright. More chaos ensues, and 
Faralyn and Leshrac escape into the 
dimensional rift to Shandalar. 

The coup de grace of the issue 
happens when Kristina and Taysir bring 
Ravidel back from the dead, courtesy of 
a Resurrection spell. Ravidel responds 
to his saviors with rage! Even if he was 
a pawn in a cosmic game of chess, he 
wanted no one to second-guess his 
fate. Readers in the know might 
agree—perhaps they should have left 
well enough alone. 

WOW! There’s a going on in this 
issue. It's a sure bet the war isn’t over, 
but you could also wager everything 
will culminate in next issue’s grand 
finale. So join me for the last issue 
of Ice Age on the World of Magic: 
The Gathering. 

Until next time, happy dueling. 


NEXT ISSUE 


Ice Age on The World Of 
Magic: The Gathering #4 


The conflict between Tevesh Szat and 
the Carthalion family comes full circle. 
The Planeswalker Freyalise calls upon 


Jason Carthalion’s great-grandson, a | 
powerful Knight of Kjeldor, to journey | 


to the forbidden ruins of the Glacier 
Kingdom to engage the demon in one 
final battle. 

Meanwhile, Freyalise recruits Sir Zaraya 
and the Druids of Fyndhorn to launch an 
epic campaign to end the Ice Age once 
and for all! 

_ Included in this issue are official 
Magic: The Gathering creature 
tokens for use in your Magic duels. 


COMING IN JUNE 
Magic: The Gathering 


The Shadowmasge #4 


Having fled the fallen city of 


Arathoxia, Jared Carthalion makes 
peace with his Spellsquire, and 
‘finally embraces his quest of 
- vengeance against the Planes- 


walker, Ravidel. But Jared himself is 
not yet a Planeswalker! Can even a 
Black Lotus and the last volley in 


his father’s Spell Trove defend the | 


Shadow Mage against the secrets 


_of his own dark heritage? i 
_ The painted cover is by Val @ 


Mayerik, and included in this 
issue are official Magic: The 
Gathering creature tokens for 


use in your next Magic duel! 


ALSO THIS JUNE 


Magic: The Gathering 
Fallen Empires #2 


With his sister Tymolin’s life in the 
balance, Tev Loneglade becomes 
embroiled in a battle between Trokair’s 
insane Farrellites, and the mysterious 
Order of the Ebon Hand. The fearsome 
results threaten to throw down 
Sarpadia’s greatest kingdoms. 

This issue’s tragic conclusion has 
long-lasting ramifications for many 
Armada Magic books, and leads into 
the Ice Age on the World of Magic: 
The Gathering miniseries. 

The cover is by Magic artist Anson 
Maddocks, and this issue ‘includes 
even more official Magic: The 
Gathering creature tokens. 
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“Magical pick-ups and ancestral 
spells unleash chaotic tury! 


ONE MUST BE OF PURE MIND 
AND HEART TO VANQUISH THE 
WARLOCK'’S EVIL MASTER! 


“Part strategy, 


SURVIVAL 
DEPENDS ON 


ii as MASTERING 
DEFEAT THE UNDEAD BEWARE DEMONS MANY SPELLS! 


; | AND YE SHALL BE ALLOWED _ DEEP WITHIN 
dl dC | ON d f i C TO PASS! THE DUNGEON’S 
‘ BOWELS! 


conjures an unbeat- =. “Bored of just playing 
able spell!!! SEU 


roles... Warlock lelivers 
horrific 


ENTER THE ARENA AND DO BATTLE HAUNTING MELODIES 
AS A FIERCE MINOTAUR! STIR UNHOLY eer pee u 
APPARITIONS! AVOID THE WINGED DRAGON’ °s 
FIERY BREATH! 


DEWARE THE ULTIMATE EVIL! 


BASED ON 
THE HIT MOVIE! 


The once in a millennium 
confrontation 
is upon you! 
Using the powerful spells and 
potions entrusted to you by 
your Druid ancestors, battle 
gargoyles, the Undead, fire- 


ows that. 


iso look for = rd KIDS TO ADULTS) 
Wate ae. a rmagedson VIDMA i aA. | i 
BESFSE STE | 


onsale Naleaie 
hua xiesiars sold. ENTERTAINMENT | 
Me mA 'e 


oll Co GET TO KNOW YOUR ENEMY 
mpu rve THROUGH GAME CLIPS, SOUND BYTES, 
SCREEN SHOTS AND MORE IN THE 
(GO WARLOCK) WARLOCK: EVIL ON-LINE PROMOTION! 


